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XONOX 



ARTILLERY DUEL 




You are 
in charge of 

an artillery 
gun emplace- 
ment set in a 
nigged mountain ■» % 
terrain. Your enemy's *X^ 
gun emplacement is #y 

set across the hills in w ^, 
another strategic location, ^rV 
and it is your task to knock out ^^b 
the enemy before he is able to *V * 

destroy you. You must take into ^* 
account distance, gun placement ^^ 
relative to terrain, wind direction and Qj* 
wind speed as yoi 1 mount your assault. 3y 

You can control the amount of powder ^ 
and barrel angle for each shot fired as you 
zero in on your opponent. Before you can 
fire again, your enemy will get off a round, 
so make each shot count! 
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Get Ready to Play 
ARTILLERY DUEL™ 



1 . Hook up your video gome system. Follow the 
manufacturer's directions. 

2. Always turn the console power switch "OFF" 
when inserting or removing a XONOX cartridge. 
This will protect the electronic components and 
help prolong the life of your XONOX games. 

3. Now turn the power "ON." If no picture appears, check 
the connection of your game console to TV then repeat 
steps 1, 2 and 3. 

4. ARTILLERY DUEL is a two player game, so player #1 use 
the left joystick, and player #2 use the right. 

5. There are 3 player skill levels which are independent 
of each other, so each player may choose to be a 
Corporal, Captain, or a General. 



NOTE: You may need to adjust your Vertical Hold 
on your T .V 
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ARTILLERY DUEL 
Video Game 



As the officer in charge of an artillery gun 
emplacement, you must square off for an 
exciting duel of skill and action as you plan 
and coordinate the destruction of your 
opponent. Check the wind, make critical 
adjustments of barrel angle and powder 
charge, and fire! Random terrains and gun placement ensure that every battle 
is different. Start off as a Corporal and as your skill in measuring the effects of 
wind and shot adjustment increases, you can promote yourself to Captain and 
eventually all the way to General. But when you get your promotions you will 
have to make progressively faster assessments of the situation as you zero in 
on your enemy! 
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OBJECT of the GAME: 

Destroy the opposing artillery gun emplacement before he destroys 
you. Predetermine between you and your opponent how many battles 
you are going to play in your war (i.e., first player to destroy five gun 
placements). 
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CONTROLS: 

Follow instructions shown on the screen. Player # 1 use left 
controller; player #2 use the right. Joystick moves control of 
instruments (shown by light indicator) from Powder charge (up 
or down) to Barrel angle (up or down) to fire control. Press side 
button to activate instruments when in proper position to increase 
or decrease your adjustments. When you wish to fire, move 
control to FIRE position and press side button. 

SCORE DISPLAY: 

At the end of each battle, a cumulative score of the number of gun 
emplacements which both you and your opponent have knocked 
out will be displayed on each side at the bottom of the screen. 

SKILL LEVELS: 

You have three skill levels. Corporal, Captain, and General. Each 
player selects the level that they wish to play before the start of the 
first battle. The levels will remain in effect until the end of the war. 



SCORING: 

After each hit a damage report will show on the screen. When you 
have damaged more than 50% of your enemy, his gun 
emplacement will explode and a recap of the scoring will be 
shown. 



GAMELATOUT: 




The randomly created alpine terrain and gun emplacements will be new 
every time you play the game, so no two games will ever be the same! 

OPENING SCREEN: 

When you first turn on the game, 
the name ARTILLERY DUEL & © 
1983 XONOX will appear against 
an alpine terrain. Press key pad 
to move to rank selection screen. 
Press appropriate key pad 
numbers tor player # 1 and 
player #2 ranks ( 1 for Corporal, 2 
for Captain, and 3 for General). 
Players may play at different 
ranks depending on their skill. 

When both players' ranks have been selected, the battle scene will 

appear on the screen. 

ARTILLERY DUEL -THE BATTLE: 

An alpine terrain will appear and 
two gun emplacements will be 
located to defend their territory 
In each battle of the war, the 
terrain and gun locations will be 
different, so you never fight the 
same battle twice. Across the top 
of the scene a banner of 
instruments show the player in 
control (T .V monitor shows 
enemy). Barrel angle, Powder 
level, and Wind speed with flag for wind direction. The player in 
control makes his adjustments by using the JOYSTICK to move the 
instrument light from Barrel to Powder to Fire instruments. To increase 
Barrel angle push up, or to decrease angle pull down, then press FIRE 
BUTTON. You also control the amount of the Powder charge the same 
way When you have made the correct adjustments, move the light to 
fire and press the FIRE BUTTON to fire your gun. 

There is an automatic shot countdown below the fire adjustment in the 
instrument panel, and you must make your adjustments prior to 
reading "0" or your gun will automatically fire. Once you have fired 
control goes over to your opponent. 

Shots falling short or long of your target explode, but you only score by 
a direct hit. Wind speed and direction may change between shots so 
you must take this into account when adjusting your gun as you zero in 
on your target. When one gun is finally destroyed, a group of your 
infantry soldiers will march on to the field of battle to a military drum 
beat to indicate which side has control of the territory When you have 
destroyed your opponent, a score display will show you the number of 
shots and battle score to date in your war. The day will turn to night 
and then a new day will break with a new battle scene as you and 
your opponent continue your war of ARTILLERY DUEL. 




